Napoleonic Wargames Rules 


Based upon Neil Thomas’ popular “One Hour Wargames” 


UNIT TYPES 


This game features the unit types of Infantry, Cavalry, 
Skirmishers, and Artillery. 


SEQUENCE OF PLAY 


Each complete turn comprises two player turns. Each 
player turn has this format: 

1. Movement 

2. Shooting 

3. Hand-to-Hand Combat 

4, Eliminating Units 


1. MOVEMENT 


Unit Type & Movement Distance 
Infantry and Artillery 6¢m = Short (150m) 
Skirmishers 9cm Medium (225m) 
Cavalry 12cm Long (300m) 
Turning. Units turn by pivoting on their central point. 
They may do so at the start and/or the end of their move. 
Terrain. Units are affected by terrain as follows. 
i. Woods. Only Skirmishers may enter. 
ii. Towns. Only Infantry and Skirmishers may end 
their move in a town. 
iii. Marshland and Lakes. These are impassable to all 
units. 
iv. Rivers. These may only be crossed via bridges 
and fords. 
* Bridges. Infantry, Artillery & Cavalry 
must spend one full turn crossing a bridge. 
¢ Ford. Infantry, Artillery & Skirmishers 
must spend one full turn crossing a ford. 
Move or Shoot. 
Interpenetration by Skirmishers only. 


2. SHOOTING 


Units shoot within 45° of their front facing. 
Line of sight is required. 
Unit Type, Casualties, & Range 


Infantry: dé 12cm Long (300m) 
Skirmishers: d6-2 12cm Long 
Artillery: d6-2. 48cm Longx4 (1200m) 


Cavalry: Do not shoot. 

i. Units in Towns. These have a field of fire of 360°, 
and may therefore engage any single target in any 
direction. 

ii. Cover. Units in woods or towns only suffer half 
the registered number of hits (any fractions are 
rounded in favour of the unit shooting). 


3. HAND-TO-HAND COMBAT 


Cavalry Only. 1D6+2 Hits 

i. Charge! A unit may Charge Medium distance. 

ii. Turning. A unit may turn a maximum of 45° at the 
start of its Charge move. 

iii. Limited Engagement. Only one attacking unit 
may engage any given defending unit. 

iv. Terrain. If the defending unit occupies a hilltop, it 
only suffers half the indicated number of hits 
(rounding any fractions in favour of the attacker). 

v. Cavalry Targets. Defending Cavalry units only 
acquire half the registered number of hits 
(rounding fractions in favour of the attacker). 

vi. Flank & Rear Attacks. Units engaged in their 
flank or rear suffer double the normal amount of 
hits. 

Retire. If failing to destroy the enemy, attacking Cavalry 
units retire 6cm (Short) after the combat is resolved. 


4. ELIMINATING UNITS 


Units are eliminated upon the acquisition of 15 hits. 


9. SQUARE FORMATION 


Infantry units may switch from Line to Square formation 
as a move action. 
The formation has the following effects: 

i. No Movement. Units in Square may not move. 

ii. No Shooting. Units in Square may not shoot. 

iii. Artillery. Cannon deal d6+2 vs Square. 
Protection from Cavalry. Cavalry may not charge an 
Infantry unit in Square formation. 


6. ARTILLERY CAPTURE 


Overrunning. A battery whose flank or rear is overrun by 
Infantry or Cavalry is considered unmanned and will 
remain so as long as a hostile unit remains in base 
contact with the battery. 


7. SCALES 


1 turn = 3 minutes 
4cm = 100m 


